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This official seal is your assurance that this product meets the 
highest quality standards of SEGA™. Buy games and accessories 
with this seal to be sure that they are compatible with the SEGA 
SATURN™ SYSTEM. 

HANDLING YOUR SATURN DISC 

• The Sega Saturn Disc is intended or use exclusively 
with the Sega Saturn " System. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play, 
to rest yourself and the Sega Saturn compact disc. 

® Keep your Sega Saturn compact disc clean. Always hold by 
the edges and keep it in it’s case when not in use. Clean with 
a lint - free, soft dry cloth - wiping In straight lines from center 
to edge. Never use solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL 
PICTURES OR IMAGES MAY CAUSE PERMANENT PICTURE- 
TUBE DAMAGE OR MARK THE PHOSPHOR OF THE CRT. 

AVOID REPEATED OR EXTENDED USE OF VIDEO GAMES Oh 
LARGE-SCREEN PROJECTION TELEVISIONS. 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE 
ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATE¬ 
NESS OF THE RATING, PLEASE CONTACT THE ESRB AT 
1 - 800 - 771 - 3772 . 

WARNING: READ BEFORE USING YOUR 
SEGA™ VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce pre¬ 
viously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in 
your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symp¬ 
toms while playing a video game- dizziness, altered vision, eye 
or muscle twitches, loss of awareness, disorientation, any invol¬ 
untary movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 














season stats, expansion teams 
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the NFL " QUARTERBACK CLUB " ’96 Title screen appears 
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Most screens include an On Serein Help feature to 


As a rule, press UP or DOWN on the D-PAD to highlight a desired 
option, and LEFT or RIGHT on the D-PAD to select the desired setting. 
Once you have set an option, continue to the next until all are set to 
your satisfaction. Pressing the C BUTTON will return you to a preuious 
screen. Pressing the START BUTTON will aduance you to the next 
appropriate screen or bring you directly into play, depending on 
circumstances. Pressing the B BUTTON will select an option. 


NFL" Quarterback Club " ’36 offers 2 concussive ways to 


above for detailed information on each mode. Press UP or DOWN on 


including a unique running and | 1 mmBmBmi 11II -scorn 
passing play for each team! To |||| | Refill I IS I H B^REWIfl' 

team’s formation by pressing i|f|j 11 11 I j| £ 11 ''rema 
LEFT or RIGHT on the D-PAD, |JHH|H[!H^Br 0lllAR1 
then the A, B or C BUTTON sS offensivepiroues 

when the desired formation is in the appropriate box. Next, select 
your yardage situation (Short, Medium, Long, or Bomb Zone) in the 
same manner. Press LEFT or RIGHT on the D-P1D to scroll through the 


button (A, B or C) associated with the 


that kickoff situations do not have yardage settings 
selected your play, you can choose to Flip the Play 
formation and direction of the play), Start Play, No 
Flip Play/No Huddle. Choosing No hupdle iwilf take j 
back to the line of scrimmage followiog Hie play. PI 
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Move CONTROLLED PLAYER AROUND field 

Control a different player 
QUARTERBACK BEFORE THE SNAP 

D-PAD 

LEFT OR RIGHT SHIFT BUTTON 

Bring up audible A BUTTON 

Select standard audible A, B or C BUTTON 

NOTE: An audible will cancel when DOWN on the D-PAD is pushed, or after 

^CQflDf IIE^MOi :BUTTON;;ls:::f i li :r: 

PUT TIGHT END IN MOTION LEFT/ RIGHT D-PAD 

(ON SOME RUNNING AND PASSING PLAYS) 

Fake Hike C BUTTON 

Hike the ball B BUTTON 

NON-QUARTERBACK PLAYER BEFORE THE SNAP 

Select Player 

QUARTERBACK AFTER THE SNAP 

LEFT OR RIGHT SHIFT BUTTON 

Bring up pass tags 

Throw to intended receiver 

B BUTTON 

A, B or C BUTTON 

WUIK H UUKK TAP WILL LOB THE BALL, WHILE A FIRM PRESS WILL 

THROW A BULLET PASS. 

Pump Fake Quickly press A, B or C twice 1 

Throw ball Away Quickly press A, B or C twice (hold the 2nd time) 

PLAYER IN POSSESSION OF BALL 

RUN WITH AN EXTRA BURST OF SPEED 

Spin once 
"Juke" 

Dive 

Stiff Arm 

Hurdle 

Escape a H angiNg Tackle 

RECEIVER TRYING TO CATCH BALL 

C BUTTON 

HOLD Y BUTTON 

TAP Y BUTTON 

A BUTTON 

Z BUTTON 

X BUTTON 

Press B BUTTON quickly 

Call for the Ball A BUTTON 1 

Dive for Ball D-PAD IN DIRECTION OF BALL + A BUTTON 1 

Imping Catch D-PADIN DIRECTION OF BALL + 

LEFT OR RIGHT SHIFT BUTTON 

KICKOFFS; FIELD GOALS AND PUNTS 
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way to gridiron glory in the Super Bowl! In season mode, 


then see the save screen 


memory; If you are not using a Memory Cartridge, the season 


SBason 
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and other decisions, then it’s up the Playoff ladder—to the top! 
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The screen 


screen 
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Use the 


screen 


methods. If you choose Auto Substitution, the computer will 


in the usual fashion 


increase 


DIFFICULTY: Choose between Rookie, Pro and AllPro 






































































































































































































































































































































































































































































































































































































































































































































































































































































































































































sitUctinnon 


situations 


minute 


PAD to highlight either “yes" op “no/' then press tne a uui iuiu. 
Once a No Huddle offense is set, it remains in effect until you select 
a Huddle setting. 

RESTART GAME: This allows you to cancel all game play up to this poin 
and return to the Player Select screen to choose which of the two 
teams you wish to control. The teams and options remain as you set 
them previously. You now begin We game fresh from the opening 


and DOWN on the D-PAD to highlight either “yes” or “no,” then 
press the B BUTTON. 

CAMERA VIEW: Camera Uiew lets you set your game view just the way 
you want it. Choose from a full complement of camera views, then 
choose which angle you wish to view the action from. To select a 
camera view, press OP or DOWN on the D-PAD to highlight a view. 
The view of the field will change to the selected view. Change the 
camera angle by pressing LEFT or RIGHT on the D-PAD to toggle 
between eight compass directions. 

DOIT GAME: Time to hit the showers, boys! Return to the Main Menu 


Simulation mode brings you action right out of the history books or 
your own imagination as you face some of the tensest turning points 
football history, including playoff and regular season games that call 
for supreme skills and grace under pressure. Play in pre-simulated 
future game situations, or create your own unique game situations, 


moments in football history, with 
choose from! Select your simul: 
III pressing the B BUTTON! 


situations to 
fililiUliction 
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seven 


some 


situation 


situations 


Patterns tend to emphasize evasion and expert timing 
Short yardage situations call for power plays, 
and tend to favor the bigger men: Full backs and 
Halfbacks especially. 


In defending against the pass in short yardage situations, 
linebackers and defensive backs must establish coverage 
close to the line while keeping the backfield covered—a 


Running — Defense is similar to that for short passing situations, but 

with greater emphasis on couering the line. 

MEDIUM 

Medium yardage situations include anything from 15-35 yards. 


Passing patterns in medium situations are likely to have 
the receiver breaking at a point double that of Short 
yardage plays. Speed becomes more important. 
Misdirection plays a greater part in the Medium yardage 
running game, with increasing use of trap and pull blocks 


In many Medium yardage situations, pass coverage means 
intense line penetration coupled with plenty of depth 
coverage from the defensive backs, who must still be 


against the run in a medium yardage situation 


requires 


blunders 


situations 
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and is very effective against shnrt and medium passes, as well as 
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ACCLAIM® LIMITED WARRANTY 

A( CLAIM warrants to the original purchaser only of this ACCLAIM software prod- 
iiet that the medium on which this software program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the 
date of purchase. This ACCLAIM software program is sold “as is,” without 
express or implied warranty of any kind, and ACCLAIM is not liable for any losses 
or damages of any kind resulting from use of this program. ACCLAIM agrees for 
period of ninety (90) days to either repair or replace, at its option, free of 
charge, any ACCLAIM software product, postage paid, with proof of date of pur¬ 
chase, at its Factory Service Center. Replacement of the software product, free oi 
charge to the original purchaser (except for the cost of returning the software 
product) is the full extent of our liability. 

This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the ACCLAIM software product has 
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRAN 
TY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY 
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL ACCLAIM BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS 
ACCI AIM SOFTWARE PRODUCT. 

Gome: fates do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so the 
above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which 
vary from state to state. 

i Ills warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state or municipal law which cannot 
lie pre-empted. 

I tepali s/Service after Expiration of Warranty- If your software product 
requires repair after expiration of the 90-day Limited Warranty Period, you may 
contact the Consumer Service Department at the number listed below. You will 
lie advised of the estimated cost of repair and the shipping instructions. 

Ac ilaim Hotline/Consumer Service Department (516) 759-7800 

The NFL Quarterback Club is a trademark of the National Football League. 

© i995 Players Inc. All Rights Reserved. Cover photography © Sam Stone/NFL 
Photos, Louis DeLuca/NFL Photos. Developed by Iguana EntertainmentRevolution 
X IM , Music is the Weapon™ - Featuring Aerosmith®. ©1994 Midway 
Manufacturing Company. Sub-Licensed from Midway® Manufacturing Company. 
All Rights Reserved. Developed by Software Creations Cartridge, Ltd. Acclaim is a 
division of Acclaim Entertainment, Inc. ® & © 1995 Acclaim Entertainment, Inc. 
All Rights Reserved. 

Marketed by Acclaim. Distributed by Acclaim Distribution, Inc. 

One Acclaim Plaza, Glen Cove, New York 11542-2777 

patents: U.S. #’s 4,442,486/4,454,594/4,462,076/5,371,792; Europe # 80244; 
Canada #’s 1,183,276/1,082,351; Hong Kong # 88-4302; Germany # 2,609,826; 
Singapore # 88-155; J.K. # 1,535,999; France #1,607,029, Japan #1,632,396. 
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COLL/WS MANAGENIEmiNC. 


SEGA SATURN 



enter tainmen t, i n c. 


Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. 

Contact the ESRB at 1-800-771-3772 for more information on game ratings. 

Marketed by Acclaim. Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777. 
Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. 

® & © 1995 Acclaim Entertainment, Inc. All Rights Reserved. 
















































































































